Chapter 1: Introduction to Android Game
Development with Unity3D
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Refresh
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Ctrl+R

Folder
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w | [ ® MonoDevelop-Unity

Mo selection

1 using UnityEngine;
2 u=sing System.Collections;
3
4 public class PenguinController @ MonoBehaviour {
5
] S/ Use this for initialization

I 7 void Start () {
8
9 }
10
11 S Update 15 called once per frams
12 vold Update () {
13
14 }
15 }
16
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1 using UnityEngine;

2 using System.Collections;

4 public class PenguinController @ MonoBehaviour {
5

7 volid Star iy 4

3

9

10

11 Update 15 called once per frame
12 vold Update () {

14 ]

15 |

16

¥ Penguin Controller (Script) M %,

ipt B guinontrolle

void FixedUpdate ()
{
bool jetpackfictive = Input.GetButton ("Firel"):
if (jetpacklictive == true) {
this.GetComponent<Rigidbody2D> () .AddForce (new Vector2 (0, jetpackForce)):



1 using UnityEngine;

2 System.Collections:

4 public class PenguinController : MonoBehaviour {
5

3] public float jetpackForce = T75.0f;

g void Start () {
10
12
14 void Update () {
15

18 vold FixedUpdate ()

1 {

20 bool jetpackhctive = Input.GetButton ("EFirel"™):

21 if (jetpacklhctive == trues) {

22 this.GetComponent<Rigidbody2D>() .AddForce (new Vectord (0, jetpackForce)):
23

2_'

25

dbody 2D
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Transform
Position o

¥ Sprite Renderer
ite ba_snow

Add Component




[z] ¥ Sprite Renderer
Sprite bog_snow

Order in Layer

© Inspector
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Tags
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Default
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¥ Sprite Renderer
ite penguin_fly

I
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Transform
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[z] ¥ Sprite Renderer
(O ¥ cCircle Collider 2D
d-  Rigidbody 2D
¥ Penguin Controller (Script)
ipt wtroller

Add Component

VectorZ newvVelocity = this.GetComponent<BRigidbody2D> ()} .wvelocity;
newvelocity.®x = forwardMovementSpeed:

this=s.GetComponent<Eigidbody2D> () .wvelocity = newvelocity;



mera

tFire

ic class CameraFollow MonoBehaviour {

melbject targetlbject;
loat distanceToTarget:

void Update () {
float targetCbhject¥ =

= targetlbject.transform.position.x;

Vector3 newCameraPosition = transform.position;

newCameraPosition.x = targetlbhbjectX + distanceToTarget:

transform.position = newCameraPosition;

SEZ
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Import Package
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Refresh
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Reimport All
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Folder
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Audio Mixer

Material
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€ Inspector
= ¥ penguin

Untagged

(] ¥ Sprite Renderer L
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body 2D L
¥ Penguin Controller (Script) (@
Script B FenguinController
Jetpack Force 75

Forward Movement £ 3

¥ Block Generator (Script) L]
Scrip B ElockGenerator

Add Component

float height 2.0f * Camera.main.orthographicSize;

screenWidcthInPoints = height *# Camera.main.aspect;



wvolid AddBlock (float farhtestBlockEndX)
{

AL

int randomBlockIndex = Random.BRange (0, availableBlocks.Length):

72

GameCbject room = (GameCkbject)Instantiate (availableBlocks|[randomBlockIndex]):
/73

float roomWidth = room.transform.FindChild("floor™).localScale.x;

o

float roomCenter = farhtestBlockEndX + roomWidth * 0.5L:

FE

currentBlocks.hdd (room) ;



volid GenerateBlockIfBegquired()
{

List<GamelCbiject> blocksToRemove = new List<GameCbhiject>():

Y
bool addBlocks = true;

/3

float playerX = transform.position.x;
F i

float removeBlock¥ = playerX - screenWidthInPoints;

float addBlockX = player¥ + screenWidthInPoints;
e

float farthestBlockEnd¥ = 0O;

foreach(var block in currentBlocks)

{
float BlockWidth = block.transform.FindChild("floox™).localScale.Xx;
float BlockStartX = block.transform.position.x - (roomWidth * O0.5f);
float BlockEndX = BlockStartX + BlockWidth;
if (BlockStartX > addBlockX)
addBlocks = false;
/78
if (BlockEndX < removeBlockX)
blocksToRemove . Add (block) ;
SA10
farthestBlockEnd¥X = Mathf.Max (farthestBlockEndX, BlockEndX):;

H
foreach(var room in blocksToRemove)
{
currentBlocks.Remove (room) ;
De=stroy (room) ;
}
Fr12
if (addBlocks)
LAddBlock (farthestBlockEndX) ;
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public Sprite spikeCnSprite;

o

public Sprite spikelffSpritce;

LT

public float interval = 0.5

public float rotationSpeed = O0.0f;

ool isLaserOn = true;
loat timeUntilNextToggle:



J4 Use this for initislization
wvold Start () {

timelUntilNextToggle = interwval;

woid FixedUpdate () {

timeUntilNextToggle —= Time.fixedDeltaTime;

if (timeUntilNextToggle <= 0) {
isS5pikeCn = !isSpikeOn;
GetComponent<Collider2D> () .enabled = isSpikeCn;
SpriteRenderer spriteRenderer = ((SpriteRenderer)this.GetComponent<Renderer>()):
if (isSpikeOn)

spriteRenderer.sprite = spikeCnSprite;

else
spriteRenderer,.sprite =

spikeOffSprite:
timeUntilNextToggle =

interwval;

}

transform.RotateAround (transform.position, Vector3.forward,

rotationSpeed # Time. fixedDeltaTime):;




Chapter 3: Adding Player Character for an Action
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Model File
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| Cipen |
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Scale Factor |1 |
File Scale 0.01

Mesh Compression | off
Read/Write Enabled [
Optimize Mesh [
Import BlendShapes [+
Generate Colliders [
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Main Camera
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Farmhouse FBX Import Settings (@ % |-
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Assets - Models »

== Maodels

| Mash and Animations ._
Mash Mash Animation | Rig Bone Animation
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[ (Ctrl) -k
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Import New Asset

<« Code » Model » Autodesk FBX

Organize v New folder
A Name
@ OneDrive __ Farmhouse FBX.fbx
1™ This PC
#u Desktop

Documents
8 Downloads
W Music
= Pictures
# Videos
&s Local Disk (C)
. Local Disk (D:)
& Local Disk (€

v <
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v 2AII files (*.)
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Model
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Shader

3-D Model
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Property:

Texture Type

e S

archy

Main Camera
Dire
Farm

pe

Texture

Normal Map

Editor GUI

Sprite (2D
and UI)

Cubemap
Cookie

Advanced

Function:
Select this to set basic parameters depending on the purpose of your texture.
This is the most common setting used for all the textures in general.

Select this to turn the color channels into a format suitable for real-time normal mapping.
See the Details section at the end of the page.

Use this if your texture is going to be used on any HUD/GUI Controls.

This must be selected if your texture will be used in a 2D game as a Sprite.

p Textures for more info.

Cubemap, often used to create reflections. See Cubema
This sets up your texture with the basic parameters used for the Cookies of your lights

Select this when you want to have specific parameters on your texture and you want to have
total control over your texture.
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Background Checkmark

Farmhouse Text

ambientLi

polySurfa..

pointLigh

Normal I

polySurface73




© Inspector |

Shiny
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Main Color
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Preview

© Inspector |
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Preview







# scene
Texturad

= Hierarchy
| create - | EPAl
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ambientLightl
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Main Camera
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3 Project
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(L Al Prefabs Drag the texture image

© All scripts and drop it on the model.

'ﬁﬁ!!et; Farmhaouse..
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' ©Detail Mask
Tiling X1 ¥l
Offset ® o Y0
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Before Texture

@ *

. Farmhouse Texture 6
v Shader | Standard || Edit.. |

Rendering Mode Cpaque

Main Maps
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Tiling X|1 Y1
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Q Unity Personal (64bit) - Untitled - Humanoid Character - PC, Mac & Linux Standalone <DX11>

File Edit Assets GameObject Component Window Help

| Asset Store
=Ellaw v

R

Category: Animation/Bipedal
Publisher:  Unity Technologies
Rating: * kK K

Price Free

[ impon _J{w] £]34

This collection contains several raw motion 31
capture data files for use with Mecanim. Bec;

this data is raw, it will require some adjustmi
and cleanup to get just right.

I]L
X  Filters v n

@ Add to Wish List

[

ierarchy
Create »| (arAll
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¢ Import Unity Package

I - Raw Mocap Data for Mecanim

=% [E§Raw Mocap Data a-

¥ [ 53 Animations [ HEW |
M |=|_CompleteAnimationList.txt HEW] Xt

v M Eldle [HiEW |
[ @HaIfStepsEIdIe_IdleTﬂShurtStepfwdTDI::IEIb v

%) @HalfStepsEI::IIe_StraferanutﬂverTDI::IIIIEIIx

o |z 1dle_1dleToldlesR fbx | HEL

%) @Idle_JumpUpMedium_lHand_Idle.ﬂ::lx [ FEW |

o |z 1dle_Neutral_1.fbx wdiy

o |2 1dle_Neutral_2 .fbx wdiy

) @Idle_NeutraITD#EIdleTDNeutralIdIe.ﬂ::lx HEM |

o |5 1dle_Ready .fbx [ NEW |

M [ 1dle_ReadyToNeutral fbx My

M [ 1dle_SidesSteps_Idle fbx My

M i 1dleRr_To_Idlel_1.fbx | NEW

M [:f 1dleR_To_IdleL_2 fbx | NEW]

[ |5 smallStep .fox [ NEW |

[ |5 smallStep_IdleToldle fbx bl

i) @WaIkZIdIe_IdIeZWaIkBackHard fhx [ MEW

¥ [ E5Interacting | MEW |

™ [ 1dle2Crouch_NeutralzCrouchzldle fbx  LE

[V [:f 1dle_cannotDown_Idle fbx el

M [ 1dle_cannotUp_Idle fbx e

- [ [:f 1dle_JumpDownHigh_Idle fbx [ HEW |

o |2 1dle_JumpDownHigh_Roll_Idle fbx [ NEW

)] Ei Idle_JumpDownLow_BackFlip_Idle fbx GED

§ MEW

[ All ][ MNaone ] B . [el [ Impnr‘t]
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Assets » Raw Mocap Data

@A” Prefabs
@A” Scripts

T% Assets

= Raw Mocap Data

b5 Animations

(2 Al Materials &5 Animations
L all Models &3 Materials

P L DefaultAvatar

© Inspector o=

-I Defaultivatar Import Settings #*,
| open |

55 Materials
3 Project =
|Create" (@ H|"'|‘|t
T‘[rj Favorites Assets » Raw Mocap Data
(© All Materials &5 Animations
©1 All Models &5 DefaultAvatar fom
@:‘;AII Prefabs &5 Materials

@:'\JAII Scripts

* Defaultavatar

Tﬁﬁssets
» 53 Animations
&5 DefaultAvatar.fbn
Materials

Animation Type

Rig

| Humanoid

|
| Create From This Model# |

+ | Configure..,

Avatar Definition

Optimize Game Obje[ |

[ Revert || apply |




© Inspector

® Inspector

® Inspector

I Configure.. I

Optimize Game Obje[]

Not Configured Yet

) Unity Personal (64bit) - Untitled - Humanoid Character - Web Player <DX11

File Edit Assets GameObject Component Window Help
K <+ EFEAIE]

€ Game
Fres Aspect

Optimize Game Obje[]

Mazimize an Play | Mute audio | Stats

Configured Correctly

erarchy
| create -| GAT

lcraec] (B [4|%[*

1— Defaultavatar Import Settings @ % .T Defaultavatar Import Settings 1‘ Defaultavatar Import Settings %,
Open Opsn
[ model ig Animations | [ mModel [T [ Model N
Animation Type Animation Type Humanoid : Animation Type Humanoid :
Avatar Definition Create From This Modal 4 Avatar Definition Avatar Definition
The avatar can be configurad after settings have been
applizd.

Optimize Game Obje[]

Error in Configuration

© Inspector
L

Main Camera 4| vi7Favorites

Assets » Raw Mocap Da;

Al Materials
(©L Al Models
(©L Al Prefabs
(©Lall scripts

Directional Light
¥ Defaultavatar(Clone)
¥ Geo_grp
Lw_Teeth_Mesh
Tounge_Mesh
Unity_Bedy_Mesh
Up_Teeth_Mesh
¥ Reference
¥ Hips
¥ LeftUpLeg
¥ Leftleg
¥ LeftFoot
LeftToes
¥ RightUpLeg
¥ RightLeg
¥ RightFoot
RightToes

vl Assets

»{ Animations
& Defaultavat:
(& Materials

¥ Spine
¥ Chest
¥ LeftShoulder
¥ Leftarm
¥ LeftFareArm
¥ LeftHand
¥ LeftHan
¥ Lefth
Lef
¥ LeftHan
¥ LeftH
Lef
¥ LeftHan
¥ LeftH
Lef
¥ LeftHan
¥ LeftH
Lef |

¥ LeftHan

& Anivtions
(& Defaultavatar fom
& Materials

¥\ Defaultavatar

g Geo_grp

ApiReference
Le_Eye_Mesh

5 Ln_Teeth_Mesh

&8l Ri_Eye_mesh

i Tounge_Mesh
Unity_Body_Mesh

&8l Up_Teeth_mesh

& DefaultAvatarAvat

Lef: Hand
Right Hand

Optional Bone
¥ Body

@ rips

@® Spine

[Mazping ~[ Pose <]

°
ASpine o

Asset Lab



® Inspector

¢ Defaulttvataravatar ]

v

Mapping Muscles & Settings

Body

Optional Bone
¥ Body

(@) Hips L Hips o]
(®) Spine L. Spine
) 1 Chaect

| Mappin Pose Y|

[ Rever‘t“.ﬂkpply “ Done ]

Correctly Configured Avatar

® Inspector

y DefaultAvatardvatar (]

v

Mapping Muscles & Settings ]

Optional Bone

¥ Body

OHips A None (Transform) @
(®) Spine L Spine @
L 1 Chaet

| Mappin Pose '|

[ Re\rer‘t][AppI\r ][ Done ]

Incorrectly Configured Avatar
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i®: Little Intermediat . RightHandPinky2
@ Little Distal | LRightHandPinky3
Mapping "[ Pose '] |

Reset

Sample Bind-Pose

Asset Lab Enforce T-Pose

i. Ethan Import Settings *,
: | Open
| Model [T
Animation Type | Legacy $ |
Generation | Store in Root (New) |




3 Project #-=| © Inspector a-=

| Create -| (@ MEILIES Walkavoid_Toleft Both Im @@ # %
T‘I:?Favnrites Assets » Raw Mocap D& \IA |m|
r@}AII Materials "
© All Models - [ Model |  Rig
@A” Prefabs Import Animation
r@}AII Scripts
Warning(s) found while imparting this
) animation file, Open "Import Messages”
T%ﬁssets Turning foldout below for more details
FES Daw Macan Mats
vE5 Animations I Bake Animations [ |
5 Idle Anim. Compression | Keyframe Reduction # |
&3 Interacting Rotation Error |U.5 |
*gR“””i"g SmallSteps Position Errar |U.5 |
FEa Sprinting Secale E 0.5
& sprinn coleeror . I
- = walking l Rotation errar is defined as maximum angle b
W 1UrnINg
&3 DefaultAvatar.fb
ﬁMaterlals SmallSteps...

WalkAwvaid..

-

WalkAwvaid...

1:15(016.5% ) Frame 296 =
%

A

v

B W all Ay g etBundle Mone Hone

WalkBackw...




Defaultfva..




| Shaded v|f20]] %t || & |7

| Gizmos ~| GrAll

= Hierarchy

Create "| o all

] Inspector

Main Camera
Directional Light

4 [ [Defaulthvatar

| []static «

Tag e

Apply Root Motion
Update Mode
Culling Mode

Model | Select | Revert | Cpen |
¥ .~ Transform &,
Position X 0 Y0 Al |
Rotation X 0 Y0 ‘20 |
Scale 1 [¥[1 [Z]1 |
T== [+ Animator #*,
Controller |:Nune {Runtimehnﬂ @
Avatar | . DefaultAvatarAva ©

[ Mormal

]

[ Cull Update Transforms # ]

@ Mot initialized




Vs Raw Mocap Da
¥E& Animations
&5 Idle
&3 Interactin
» &3 Running
» 55 Sprinting
&5 Strafing
¥&a Walking
&3 Turning
G5 DefaultAvat:
&3 Materials

Create

Show in Explorer
Open

Delete

Open Scene Additive

Import Mew Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All
Run APl Updater...

Open C# Project

% Animator

| Layers || Parameters | -

Base Layer

Ctrl+R

Folder

C# Script

Javascript

Editor Test C# Script

Shader >

Scene

Prefak
Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Sprites »

Animator Controller

Animation

Animator Override Controller

Aute Live Link

PlayerAnimController.centroller



Assets » Player Animations

e Inspectar




| Model | Rig PR




© Inspector




| #2 animator
Base Layer

ierarchy

B Project

&l Player Ammat
»Ed Raw Mocap Dz

ﬁs::enes

Raw Mocap..

Scenes

PlayerAni..

[i] Inspector

| b1 -l = 3 - .

| create -| (arAl | creare -| (@ [[% [ * | M [DefaultAvatar | []static =
Main Camera 'ﬁFiVﬂritEE_ Assets » Tag | Untagged 4| Layer | Default t]
Miractinnal |inht %::: ::;eerll:ls - Model | Select | Revert |  Open |
(©) Al Prefabs ¥ .~ Transform &,
@AII Scripts Position X [0 Yo |
Rotation X0 'vo |
[~ Assets ] | Player Ani.. scale  X[I_ |Y[L ]

@

¥ 35 M Animator

Controller & PlayerAnimContre
Avatar « DefaultAvatarAva

Apply Root M- don [
Update Mc .e Marmal %

Culling " ode Cull Update Transfarms #
Clip Count: 1
Curves Pos: O Quat: 0 Euler: O Scale: 0
@ Muscles: 127 Generic: 0 PPtz 0

“¢ Curves Count: 127 Constant: & (4.7%)
l Dense: O (0.0%) Stream: 121 (95.3%)

[ Add Component




IEILIES

Assets » Player Animati

Idle2Strafe...

Idle_Meutra..
WalkBackw...

WalkFwD

O Inspector

Clips

End

Mot 2650 yoee.

E Idle_Meutral_2 [
Length 27.833 20 FPS
| | t0:00 |20:00 |20:00 p|
Start End
Loop Time 5%
Loop Pose - loap match o
Cycle Offset 0 |

Root Transform Rotation

Bake Into Pose

] lowp match o

Based Upon (at 51 Body Orientation 4 |

Offset

Root Transform Position ()

Bake Into Pose
Based Upon
Offset

Base Layer

Make Transition

Set as Layer Default State
Copy

Create new BlendTree in State
Delete

Auto Live Link Base Layer

0 |
] lowp match o
[ Ciriginal =]

0 |

Autg Live Link



[ESERET o2 animator

|Liy!rs || Parameters | ® | Base Layer

List is Empty Float

8 Animator
|Liy!rs H Parameters ‘ ® | Base Layer

Crr—

Trigger

© inspector LGN

!! Idle_Meutral 2 -= WalkFWD [ 3=,
—— 1 AnimatorTransitionBase

Transitions Solo Mute
- | @ #
N
=S Idle_MNeutral_2 -= WalkFWwD
Has Exit Time [
b Settings

Gy 00 10:00 20:00 pdlg 3

Conditions

= [Shuu|d'n‘-'a|k |'| | true $ |




Chapter 4: Enemy Characters with Al

@ Project

Assets »

© Inspector L e
. 01 - Default &,
Shader




| Model |  Rig [GIGEELRE




| Clips Start  End

Take 001







Clips Start End

idle 0.0 29.0
defend 32.0 49.0
getHit 71.0 75.0
+ -
E punch &
Length 0,200 20 FPS
| |U:|::U | 1 | 1 |1:':||':I | q 1 F.'IC:U | 1 | |
1 1
Start |51 End =11}
Loop Time -
Loop Pose ]
Cycle Offset i
Additive Reference F[_]
Pose Frame 0
b Curves
b Events
b Masl
b Motion

b Import Messages

Revert || apply |

0:00 (000.0% ) Frame 51




theDude

Create

Show in Explorer
Open

Delete

Open Scene Additive

Import Mew Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All
Run API Updater...

Open C# Project

Ctrl+R

Folder

C# Script

Javascript

Editor Test C# Script
Shader

Scene

Prefab
Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Sprites

Animator Controller
Animation
Animator Override Controller

Avatar Mask




2 Animator
| Layers || Parameters | Base Layer

farllame ] +
List is Empty

Create State Empty
Create Sub-State Machine From Selected Clip
Paste From Mew Blend Tree

Copy current StateMachine

@ Inspector
Auto Live Link G New State 2,
~ Tag
Motion W None (Motion) o
Speed
Multiplier - [JParameter
Mirror (] [ JParameter

Cycle Offset [0 | [Jparameter
Foot 1K m]
Write Defaults o
Transitions Solo Mute

‘ List is Empty

[ Add Behaviour ]




" Select Motion

e
@ D
| Assets | I
Mone
defend
getHit

punch

® Inspector

qii 1dle .« 5
~ Tag | |
Maotion [ﬂidle ‘o
Speed 1 |

Multiplier |:E| [JParameter

Mirrar [ [ JParameter
Cycle Offset [D [ JParameter
Foot IK -
Write Defaults [
Transitions Solo Mute
List is Empty




© mnspector [ G e

M theDude | []static
rag =
Model | Seleet | FRevert |  ©pen |
¥ .~ Transform &,
Position X -0.93 Y 0 'Z -6.95
Rotation X 0 'Y 89.652 Z 0 |
Scale X1 [¥ |1 [Z]1 |
‘F== [ Animator &,
Controller & dudeAC |
Avatar | ¢ theDudeAvatar @
Apply Root Motion [
Update Mode | Marmal ™
Culling Mode | Cull Update Transforms 3 |
Clip Count: 4

Curves Pos; 72 Quat; 72 Euler: 0 Scale:
72 Musclas: O Generic: O PPtr: 0
Curwes Count: 720 Constant: 479
(66.5%) Dense: O (0.0%) Stream: 241
[23.5%)




(HiScene | @lAssetStore | % Animator | € Game. |

|Li1_.r!r5 || Parameters | - Base Layer
I:-C:Q'Name -"'I

— bIsDefending J

Float

= tGotHit ®) Int

Bool

Trigger

® Inspector
Auto Live Link

y AnyState -> Punch *,
== 1 AnimatorTransitionBase

Transitions Solo Mute
o2 D

== AnyState -> Punch

Has Exit Time o
» Settings
Preview source state[idle ¢

Conditions

List is Empty
+ -




® Inspector
AutaLive Link | & anystate -> Punch

=== 1 AnimatorTransitionBase

W= AnyState -> Punch

Has Exit Time .|
» Settings

Preview source state[dle  :]

Conditions

— e T

)

© Inspector
Auto Live Link || @ punch -> idle #

&= 1 AnimatorTransitionBase

Transitions Solo Mute

2 E—

Punch -> idls
Has Exit Time o

I Settings

Conditions

List is Empty




© Inspector

Auto Live Link

= AnyState -> GetHit *,

== 1 AnimatorTransitionBase

W= AnyState -> GetHit

Has Exit Time .|
» Settings

Preview source state(idle __ ¢]

Conditions
= [tGotHit -]
+ -
@ Inspector
Auto Live Link ||| @  GetHit - > idle 2,
== 1 AnimatorTransitionBase
Transi Solo Mute

== GetHit -> idle

Has Exit Time ™
» Settings

Conditions

List is Empty




© Inspector
Auto Live Link

W= AnyState -> defend *,
w1 AnimaterTransitionBase

Solo Mute

AnyState -> defend

Has Exit Time )
» Settings

Preview source stateidls ¢

Conditions

l= blsDefending - | | true

© Inspector
Auto Live Link

== defend -> idle
-

&
1 AnimatorTransitionBase

Transitions

Solo Mute

ey #
= defend -> idle

Has Exit Time Cl

» Settings

Conditions

{:Ibls[}efsnqu [-] [ false



© Inspector

Auta Live Link

- idle -> defend &

=== 1 AnimatorTransitionBase

Transitions

Selo Mute

L —
=== idle -> defend

[m]

Has Exit Time
» Settings

Conditions

{:[h[s[}efendlng 1] [erue




Assets  GameObject Component  Window Help

Undo Selection Change Ctrl+Z
Redo Ctrl+Y
Cut Ctrl+X
Copy Ctrl+C
Paste Crl+V
Duplicate Ctrl+D
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Select All Ctrl+A
Preferences...

Modules...

Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Signin...

Sign out

Selection [

Project Settings v Input




® Inspector




:] Inspector

4 M theDude | []static -
Tag -
Model | Seleet | Rewert | Cpen |
¥ .~ Transform L] %,
Position X -0.93 (Y 0 |2 -6.95 |
Rotation X 0 'Y 89.652 2 0 |
Scale X1 |1 |z|1 |
v iE M Animator g *
Controller ‘& dudeAC | o
Avatar . theDudeAvatar @ @
Apply Root Motion [
Update Mode | Marmal ™
Culling Mode | Cull Update Transforms 4 |
Clip Count: 4

Curves Pos; 72 Quats 72 Eulen 0 Scale:
T2 Muscles: 0 Generic: O PPt 0
Curves Count: 720 Constant: 479
(66.5%) Dense: O (0.0%) Stream: 241

(22.5%)
¥ || 4 Player Script (Script) ] =
Script ||_-p|a]rer5cript | @

[ Add Component ]




L] Inspector

¥ Enemy

| []static =

Tag g

Model |  Select Revert | Cpen |
¥ .~ Transform o,
Position X 0.82 Y 0 2 -6.93
Rotation X O 'Y -89.881 Z 0 |
Scale |1 v 1 |z |1 |
v i M Animator L] %
Controller @dudeAC o
Avatar | £ theDudepAvatar | ©
Apply Root Motion  []
Update Mode | Marmal ™

Culling Mode

| Cull Update Transforms 4 |










"© nspector |G

Model | Select | Revet | Open |




Chapter 5: Gameplay, Ul, and Effects




GameObject Component Window Help

Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+MN
3D Object > B &l -
20 Object 5
Light 5
Audic 3
- > Text
Particle System Image
Camera Raw Image
Center On Children Button
Make Parent Toggle
Clear Parent Slider
Apply Changes To Prefab Scrollbar
Break Prefab Instance Dropdown
Input Field
Set as first sibling Crl+ =
Set as last sibling Chrls- Canvas
Move To View Ctel+ Alt+F e
Align With View Ctrl+ Shift+F Seroll View

Align View to Selected
Toggle Active State Alt+5Shift+A

Event System

= Hierarchy  [LE e
| Create T| ferall 1
¥ & untitled*
Main Camera
Directional Light
¥ Canvas
Text
EventSystem




New Text

(] Inspector

[« [Canvas | [] static =
Tag Layer
ng Rect Transform =5
[Enm! walues driven by Canvas. ]
Pos X Pos ¥ Pos 2
348 196 0
Width Height
b Anchors
Pivat ® 0.5 ¥ 0.5
Rotation 0 Y0 Z|0
Scale H1 1 Z[1
Tl:‘il:anvas =8
Render Mode | Screen Space - Overlay # |
Pixel Perfect -
Sort Order [ |
Target Display | Display 1 &l
‘!’El:imris Scaler (Script) G %
UI Scale Mode | Canstant Pixel Size al
Scale Factor (1 |

Reference Pixels Per 100 |
v ﬁ [v Graphic Raycaster (Script) Gl %
Script i GraphicRaycaster @

Ignore Reversed Grilv
Blocking Objects | Mone
Blocking Mask | Everything

Add Component l




8 Inzpector

oJ ™ [EventSystem ][] static ¥
Tag [Untagaed  #] Layer [Defaule ¢ ]

1 ] COMmMBaonen




Tag (Untagged ] Layer (UL ¢










8 Inzpector

P O —
Tag |Untagged  #|layer|ur ]







¥ || ¥ Game Script (Script) [ #

Script - gameScript ]
B Gameover -

Enemy Text Instance | enemyHealthText (Text) | @
Player Text Instance | playerHealthText (Text) o
Game Owver Text ||:|gameﬂverTe:-[t (Text) | ]




GameObject Component  Window  Help

Create Empty Ctrl+Shift+MN
Create Empty Child Alt+5Shift+M
3D Object >
20 Object »
Light >
Audic >
Ul ]
Particle Systern

Camera



© mnspector  [GT

|« Particle System | [] static =

Tag Layer

¥ .~ Transform i,
Position ¥ 900 | ¥ 333.74 Z -26.02'
Rotation ¥ -90.000 Y 0 |z |0 |
Scale %1 [N lz[1 ]







Color n

Brightness

Saturation

> m o P

Hex Color

¥ Presets =
(W) Click to add new preset

+ Emission

Rate ower Time 10 A
Rate owver Distance 4] A
Bursts Time Min Max

0.00 20 20

o0












particleSystem |
& o 4

—

Duration 4,00

Laoping |

Prewarm O

Start Delay 4] -
Start Lifetime 10 A
Start Speed 5 A
2D Start Size v

® 0,25 ¥ 0,25 Z 0.25 A
2D Start Rotation O

Start Rotation 4] A
Randomize Rotation 4]

Start Color = A
Gravity Modifier 0.125 -
Sirmulation Space Lacal %
Simulation Speed 1

Scaling Mode Local %
Play On Awake® v/

Max Particles 1000

Auto Random Seed o

Particle System Curves

1.0

etBundle Mone







mEE v S

Materials dudeAC enemyAC enemyScript  gameScript 0.0 playerScript  startScene theDude
T ¥ Game Script (Script) 'ﬁr
Script ||_- gameScript | ]
B Gameaover -

Enemy Text Instan:::[Ijenem',rHealthText] @
Player Text Instan::e“jplayrerHeaIthText ] @
Game Over Text [DgameﬂverText {T] o]
Farticle Prefab [ﬂparticles',rstem ] @




Chapter 6: GameScene and SceneFlow

GameObject Component Window Help

Create Empty Ctrl+Shift+ M

Create Empty Child Alt+Shift+M

30 Object »

20 Object ]

Light >

Audio ]
S e

Particle Systern Image

Camera Raw Image




Free Aspect Maximize On Play | Mute Audio | Stats




8 Inspector

@ @B (statie~




| @ Project [

Assets »

Assets




Assets » buttons




| ] Inspector

resetBtn2 Import Settings £,

Default

Mormal map
Editer GUI and Legacy GUI
Sprite (20 and UI)

Cursor

Cookie
Lightrnap
Single Channel

Max Size

Compression | Mormal Quality ¢

Format




=

'!'Q startScene

%,
L

..../. .../. .../. .../.

. — _ — 7 7 ]
a 4




resetBtn -

© nspector [ a
' Iw |resettin || static

Tag g ,

ng Rect Transform £,
center Pos X Pos ¥ Pos £
w 150 [-100 o |
2 -F | width  Height
= 254 254 ] R
= Anchors
Pivat ®los ¥ 05 |
Rotation X 0 [¥|o [Z]o |
Scale ®05 (Y05 |Z[1 |
Canwvas Renderer g %




€ Game
Display 1 % || Free Aspect Maximize On Play | Mute Audio | Stats = Gizmos ~

© Inspector [ sl

|« buttonClickGo | [ static =

Tag Layer

¥ .~ Transform £,
Position ¥ 238.56Z Y -24.155 Z 334.532
Rotation X 0 (o |z |0 |
Scale |1 1| |z|1 |
v|x Button Click (Script) £,
Script | buttenClick )

’ Add Component ]




. Editor And Runtime
Runtime Only

Select Object

@l

buttonClick GO




on Click ()
“buttonClick.onButtonClick *

- buttor 0|

Ma Function

) &% * |

GameObject

Ad Transform ¥

buttonClick

bool enabled
string name
bool runinEdithMode
string tag
bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancellnvoke ()

~  onButtonClick (string]
SendMessage (string)
SendMessagellpwards (string)
StopAllCoroutines ()
StopCoroutine (string)

on Click ()

buttanClick.onButtanClick #
"~ buttor 0







O @t |(Istatic~

On Value Changed (Boolean)

List is Empty




Tag [Untagged  ¢] Layer (UL ¢




Free Aspect 3 Scale ze On Play  Mute Aud

R




® Inzpector

of ™ [mainMenuBtn [ Static ¥
Tag [Untagged  #| Layer (UL ¢]

|z
[ |

| Set Mative Size |
| Color Tint %]
I
I -
P —




on Click ()

=]

CITIRGnen

Create 2 Folder
Show in Explorer C# Script
Open Javaseript
Delete Shader
Open Scene Additive Testing
Import Mew Asset... Scene
Impert Package ] Prefab
Export Package... Audio Mixer






© Inspector [ IITET

Tag | Untagged ¢ | Layer (UI_ :]




€ Game

Display 1 #|| Free Aspect 2| Scale (r— 13 | Maximize On Play | Mute Audio | Stats | Gizmos '~

Scenes In Build

¥ Scenes/mainMenuScene 0
¥ Scenes/startScene 1

Add Open Scenes




© Inzpector

o ™llayetn ][] static ¥
Tag [Untagaed ¢ Layer (UL ¢




€ Game
Display 1 #|| Free Aspect 2| Scale m— 1% | Maximize On Play | Mute Audio | Stats | Gizmos |~

v ot W Button (Script) g #
Interactable [+
Transition | sprite Swap t]

Target Graphic  ®splayBtn (Image
Highlighted Sprite [lea',rﬂtn_nnrma]
Pressed Sprite | “lplayBtn_presse
Disabled Sprite - playBtn_norma

a e a8

aF
A

Navigation | Automatic

[ Wisualize ]

on Click ()

buttonClick.onButtonClick #
- buttor| O]




€ Game

Display 1 #|| Free Aspect 2| Scale m— | Maximize On Play | Mute Audio | Stats | Gizmos '~

:
>

Assets » Scenes

4

achScene mainMenu5.. optionsSce.. startScene



€ Game
Display 1 || Free Aspect 4| scale Maximize On Play | Mute Audio | Stats | Gizmos I~




Chapter 7: Gamestats, Social, IAP, and Ad
Integration

Get just the command line tools
If you do not need Android Studie, you can dewnload the basic Android command line tools below. You can use the included sdkmanager to download

other SDK packages.

These tools are included in Android Studio.

Windows | tools_r25.2.3-windows.zip =~ 292 MB 23d5686ffe489e5a1af95253b153ce9d6f933e5dbabe14c494631234697a0208
(306,745,639 bytes)

Mae tools_r25.2.3-macosx.zip 191 MB 503544d4ca7ab162705d0032fb0c0c88e75bd0f42412d0%9a1e8daa3394681deb
(200,496,727 bytes)

Linux tools_r25.2.3inux.zip 264 MB 1b35bch94e92686dff6460cBbca903aal281c6696001067134ec00093145b560
(277,861,433 bytes)

Iﬁl Name API Rev.  Status

w [ | Toals
,f’ Android SDK Tools 2525 [ Installed
,f’ Android SDK Platform-tools 2503 [ Update available: rev. 25.0.4
,f' Android 5DK Build-tools 2502 [ Installed

> [w1C2 Android 7.1.1 (API 25)
> 2 Android 7.0 (API 24)
> [AL Andreid 6.0 (API 23)



w [][_| Extras
2 Android Support Repository 44 [ Update available: rev. 45

[J B8 Android Auto Desktop Head Unit emulator .1 || Mot installed
I Google Play services 39 [ Installed

I Google Repository 44 [ Installed

[ B Google Play APK Expansion library 1 | Mot installed
[J B8 Google Play Licensing Library 1 [ Mot installed
[ i3 Google Play Billing Library 5 [ Notinstalled
[J 8 Android Auto AP! Simulators 1 [ Mot installed
3 Google USE Driver 11 [ Notinstalled

Java SE Development Kit 8u121

You must accept the Oracle Binary Code License Agreement for Java SE to download this

software.
Accept License Agreement '®' Decline License Agreement

Product / File Description File Size Download
Linux ARM 32 Hard Float ABI 7786 MB #jdk-8u121-linux-arm32-vip-hflt targz
Linu= ARM G4 Hard Float ABI 7483 MB ®jdk-Bu121-linux-arm&4d-vip-hflttargz
Linux x86 16241 MB  #jdk-8u121-linux-i586.rpm
Linu= =86 177.13 ME  #jdk-8u121-linu=-i586.targz
Linux x64 15996 MB  #jdk-8u121-linu=-x64.rpm
Linux xG64 17476 MB #jdk-8u121-linux-264 targz
Mac OS5 X 22321 MB #jdk-8u121-macosx-xG4.dmag
Solaris SPARC G64-hit 13964 MB #jdk-8u121-solaris-sparcvd tarZ
Solaris SPARC G4-hit 09.07 MB ®jdk-8u121-solaris-sparcv9.targz
Solaris =64 14042 MB #jdk-8u121-solaris-x64.tarZ
Solaris =64 096.9 MB #jdk-3ui121-solaris-x64 targz
Windows x86 18936 MB  #jdk-Bu121-windows-i586.exe

Windows x64 19551 MB #jdk-8u121-windows-x64. exe



& PC, Mac & Linux Standalone

Android

PS Vita




<  About phone

Settings

Send feedback about this device

Backup & reset
oS P Model number

Nexus 5

System
Android version
6.0.1

(9  Date&time

Android security patch level
5 October 2016

T Accessibility
Baseband version

M8974A-2.0.50.2.30

= Printing

Kernel version

{} Developer options y.google.com #1

Mo need, you are already a developer.

(0  About phone Build number
M4B30X

OAOARy vy [e

& Developer options

On

Desktop backup password
Desktop full backups aren't currently protected

Stay awake .

Screen will never sleep while charging

Enable Bluetooth HCI snoop log
Capture all Bluetooth HCI packets in a file

Running services
View and contrel currently running services

Debugging
USB debugging ®

Debug mode when USB is connected

Revoke USB debugging authorisations



p Google Play Developer Console

Sign-in with your Google Accept Developer Pay Registration Fee Complete your Account
account Agreement details

YOU ARE SIGNED IN AS...

siddharth shekar This is the Google account that will be associated with your Developer Console.
a I siddharth shekar@gmail. com

If you would like to use a different account, you can choose from the following options below. If you are an
organization, consider registering a new Google account rather than using a personal account.

Sign in with a different account  Create a new Google account

BEFORE YOU CONTINUE...

03 —
= = 525
Read and agree to the Google Play Developer Review the distribution countries where you can distribute Make sure you have your credit card handy to pay
distribution agreement and sell applications the $25 registration fee in the next step

If you are planning to sell apps or in-app products, check if

11 agree and | am willing to associate my you can have a merchant account in your country.

account registration with the Google Play
Developer distribution agreement.

A smpcatons

ALL APPLICATIONS

PR Ceme senices

Fiier v Pagedoid
= Ondor managament
s AP HAME PRICE  ACTIVETOTALINSTALLS AV RATING S TOTAL ¥ CRASHESSANRS L asTuppare smirus
Repars
Q Setings & tingersrs 1.0 Frs 0/ 141 2850 12 - Way 6, 2014 Published
Py s B woropunia 13 Fee 0178 nin ) i s Pubiahed

B sonwssaviour 1.1 Fre 0727 — — Mov 22,201 Published

Page1ol1



CREATE APFLICATION

Default language *
English (United States) —enUS ¥

Title *

| Punchypunch]|
11 of 30 characters

e

Punchypunch

DRAFT Delete app ‘ Save draft | Why can' | publish?
APK STORE LISTING
Manage reeases PRODUCT DETAILS English (United States) - en s | Manage translations v
Store listing
Content rating Tide® [ Punchypunct| ]

English (Urited States) - en-US - -
Pricing & dstibution 170 30 characters

Short description”
In-app products nchy punch

English (United States) - enUS el
Services & APls

12 0f 80 characters

Optimization tips

Full description *

English (Urited States) - en S



PRODUCTION BETA TESTING ALPHA TESTING

Publish your app on Set up Beta testing Set up Alpha testing
Google Play for your app for your app

Upload your first APK to Production

Do you need a license key for your application?

Get license key

UPLOAD NEW APK TO PRODUCTION

Drop your APK file here, or select a file.

Browse files

Cancel



] Inspectar

@ PlayerSettings £,

Growl Games Studio
Punchypupeh

Settings for Android

’ Resolution and Presentation ]

" teon |

 splash Image |

Other Settings

Rendering

Color Space® Lﬁlﬂﬂl—ﬂ
™|
LJ
"]
™|
L

Auto Graphics API
Multithreaded Rendering*
Static Batching

Dynamic Batching

GPU Skinning™®

Graphics Jobs (Experimental) v
Virtual Reality Supported =
FProtect Graphics Memaory -

Identification

Bundle Identifier |com .growlgamesstudio.punchypunch |
Version* 1.0 |
Bundle Version Code (1 |

Minirmurm API Lewvel i ' ' i




Other Settings

Publishing Settings
Keystore
[ |Use Existing Keystore

[ Create New Keystore

[ Browse Keystore

]C:..-"L.IE:v:ars:..-"s:iu::Iu::Inaas:lc:tu::n|::|..-"I33u:=E:It:tuz:n|::|..-"a-.|r1|::|ru::niu::l-l::n::u::nIc:-rvm::u::n..-I

Keystore password
Caonfirm password

Key
Alias
Password

Split Application Binary

|----------- |

|¢¢¢¢¢¢¢¢¢¢¢ |

| Unsigned (debug)
~  Unsigned (debug)

Create a new key




Create a new key n




€ Build Android

“ |« Chapter7 » B04611_07_1st Draft_35_source » v O Search B04611_07_1st Draft_S5...
Organize » Mew folder Bz -
o~
* Downloads o ™ MName Date modified Type Size
Documents  # [ ws 3/10/201711:25 AM  File folder
[=] Pictures # || Assets 3/11/201711:27 AM  File folder
[} android-book-re | Library 31772017 10:33 AM  File folder
|| BO4611.07 1stD | | obj 3/10/2017 %52 AM  File folder
| | Chapter7 | ProjectSettings 31172017 B33 PM File folder
. Temp 3/17/2017 10:33 AM - File folder
| | Scenes ) )
D build.apk 3/11/2017 2:03 PM APK File 24 369 KB
£2 Dropbox
‘@ OneDrive w

File nare: | [S0]ERETS

Save as type: | apk (".apk)

A Hide Folders Save | | Cancel

UPLOAD NEW APK TO PRODUCTION

Uploading build.apk 62% complete

Cancel



ALL APPLICATIONS

T Filter v

APFNAME
& lingerers 1.0

B plzZapMania 1.3
Q PunchyPunch 1.0

B sanassaviour 1.1

§ At sppacatins

GAME SERVICES

B8 Game senvices
& e

Order management

$ R

0 Setings

Y Aets

PRICE

Free

Free

Free

ACTIVE / TOTAL INSTALLS ©

07

01745

orar

PLATFORMS

AVG RATING | TOTAL #

%250/ 2

#4151 13

CRASHES & ANRS
[~}

ACHIEVEMENTS

LAST UPDATE

May 5, 2014

Jul 11, 2014

Nov 22. 2014

LEADERBOARDS

Page 10i1
sTATUS
Published
Published
Drat
Published
Page 1oi1
s
PLAYERS © sTTus



SET UF GOOGLE PLAY GAME SERVICES FOR AN APP

Do you already use Google APls in your app?

| don't use any Google APls in | already use Google APls in my
my game yet game
What is the name of your game?
Punchypunch 11 of 30 characters
This is the name that will be displayed to users in Google Play game services.

What kind of game is it?

Action r

The category helps users browse interesting games.

Google Play game services use the following APls: Google+ API. Google Play Game
Services and Google Play Game Management

We will automatically create a project for your game on the Google Developers Console and
enable the necessary APls for you.

o) Punchypunch

528425052111

Quests ACHIEVEMENTS
Game details ]
Linked apps A
Achievements are a fun way to encourage users fo explore the game thoroughly and develop their mastery of it. They can be used fo represent a
Events ) user's accomplishments, such as beating a number of opponents or finishing a set of levels, or can represent a capability in the game that was

not initially available. Achievements can be added on a regular basis to keep the game fresh and maintain users' engagement.

Achievements ”
Learn all about implementing achievements in the developer documentation.

Leaderboards [
You need to add at least 5 achievements before you can publish your game.

Testing A

a

Add achievement or Continue to next step

Publishing



PunchyPunch
144394732787

Player analytics
Overview
Revenue details
Demographics
Events viewer
Time series
Funnels
Cohorts

Feature analytics
Overview

Engagement detals

PunchyPunch

144394732787

< PLAYED FIRST TIME - Cgki84nj9JKEEAIQAQ  Save Save and add another achievement

English (United States) - en-Us

Name Played First Time
English (United States) - en-US 17 of 100 characters
Description

Played First Time
English (United States) - en-US
(optional for testing)

17 of 500 characters

oo .

Overview
Revenue details
Demographics
Events viewer
Time series
Funnels
Cohorts
Feature analytics

Overview

® NAME 0o

1 Q  Played First Time CgkIB4n9JKEEAIQAQ
2 Q  Played 5 Times Cagkl84njSIKEEAIQAG
3 Q  Played 100 Times CgkIB4njOJKEEAIQAW
4 Q  Played 50 Times CoklB4nj9JKEEAIQBA
5 g Played 1000 Times. Cgkl84njSJKEEAIQBQ

Get resources

POINTS

Total points: 25 ©

UNLOCKED %
TOTAL #/ TIME ©

STATUS

# Ready to test

# Ready to test

4 Ready to test

4 Ready totest

4 Ready to test



EXPORT RESOURCES

Android  Objective-C  Javascript Text

<7xml version="1.0" encoding="utf-3"7>

<l-

Google Play game services |Ds.

Save this file as res/values/games-ids xml in your project.

=

<resources=
<string name="app_id">144394732787</string=
<string name="package_name">com.growlgamesstudio.punchypunch=/string=
<string name="achievement_played_first_time">Cgkl84nj2JkEEAIQAQ</string>
<string name="achievement_played_5_times">Cgkl84nj9JkEEAIQAg=/string=
<string name="achievement_played_100_times">=Cgkl84nj9JkEEAIQAW=/string=
<string name="achievement_played_50_times">Cgkl84nj3JkEEAIQBA=/string=
<string name="achievement_played_1000_times">Cgkl84nj9JkEEAIQBQ=/string=

<resources=



TESTING GOOGLE PLAY GAME SERVICES

' The Google Play game services settings are ready to test.

TESTING ACCESS

The following users can test your saved drafts for Google Play game services before they are published.

Add testers
siddharth_shekar@gmail com x
Window Help
‘ MNext Window Ctrl+Tab
Previous Window Ctrl+5Shift+Tab

Unity I1AP Documentation : Nearby Connections setup...

Layouts G Downloads > \
Services Ctrl+0 About

Scene Ctrl+1

Game Ctrl+2



Google Play Games - Android Configuration

To configure Google Play Games in this project,
go to the Play Game console, then enter the information below and click on the Setup button.

Open Play Games Console

Constants class name

Enter the fully qualified name of the class to create containing the constants

Directory to save constan Assets
Constants class name FPunchyPunchAchievements

Resources Definition

Paste in the Android Resources from the Play Console

<7xml version="1.0" encoding="utf-8"7=>
<l--
Google Play game services IDs.
Save this file as res/values/games-ids.xml in your project.
=
<resources=
<string name="app_id">144394732787 </string>
i package_name"=com.growlgamesstudio.punchypunch</string=
achievement_played_first_time"=CgkI84nj9]kEEAIQAQ</string=
achievement_played_5_times"=>CqglI84nj9JkEEAIQAg=</string >
achievement_played_100_times"=CgkI84nj9]kEEAIQAW= /string
achievement_played_50_times">CgkI84nj9lkEEAIQBA</string>
<string name="achievement_played_1000_times">CgkI84nj9lkEEAIQB Q< /strin
< /resnurces >

Enable Google Plus API Access d
(Mot recommended) Enable access to the Google + API. This is only needed if you are calling Google+ APIs directly.

Web App Client ID (Optional)

The web app client ID is needed to access the user's ID token and call other APIs onbehalf of the user. Itis not required for Game
Services, Enter your cauthZ client ID below.

To obtain this ID, generate a web linked app in Developer Console. Example:
123456789012-abcdefghijklm.apps.googleusercontent.com

Client ID

Setup “ Cancel ]

Punchypunch

Connecting to...




Choose account for Google Play Games

‘H siddharth shekar
siddharth.shekar@gmail.com

Add account

[

WELCOME
ForgettableMage47000

A

on Click ()

Editor And Runtime # || buttenClick.openfchievements

1+ buttonClick Go {bl..




BN my vy [ &
&

8 Achievements

Played 5 Times Played First Time
Played 5 Times Played First Time

Played 100 Times Played 50 Times
Played 100 Times Played 50 Times




Services




Services

i0Ss || Android







n-App Purchasing A7

Simplify cross-platform [1AP



Mote: Enabling In-App Purchasing also enables Unity Analytics.




Mote: disabling Analytics also disables In-App Purchasing.




® |nitializePurchasing: Initializes the IAP builder, adds products that are available for sale and supplies a listener to handle purchasing
events.

®  BuyProductID: A private function which allows us 1o buy a product we've added using it's product ID string.

® BuyConsumable, BuyNonConsumable, BuySubscription: Public functions which allow us to buy preducts of different types by passing
their respective strings to BuyProductID

® RestorePurchases: Oni0S we can call RestorePurchases to restore products previously purchased

® Onlnitialize: Called to check if the app can connect to Unity IAP or not. Cnlnitialize will keep trying in the background and will only fail if
there is a configuration problem that cannct be recovered from

® OninitializeFailed: Called when IAP have failed to initialize and logs @ message to the console
® ProcessPurchase: Checks to see if a product purchase was successful and logs the result 1o the console

® OnPurchaseFailed: Logs a message to the console telling us when a purchase failed.

In the Project panel, select the IAPDemo folder, then click the Create button and make a new C# script called Purchaser and paste-replace
the entire contents with the following code

ot =]

using System;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Purchasing;

// Placing the Purchaser class in the CompleteProject namespace allows it to interact with ScoreManager,
// one of the existing Survival Shooter scripts
namespace CompleteProject
{
// Deriving the Purchaser class from IStoreListener enables it to receive messages from Unity Purchasing.
public class Purchaser : MonoBenaviour, IStorelistener
1
private static IStoreController m StoreController; £/ The Unity Purchasing system.

private static IExtensionProvider m_StoreExtensionProvider; // The store-specific Purchasing subsystems.

PunchyPunch

com.growlgamesstudio.punchypunch

DRAFT Delete app

Manage releases -]
Leam more about in-app billing and in-app products
Store listing

. Filter »
Content rating
Pricing & distribution
In-app products

Services & APls

Optimization tips



ADD NEW PRODUCT

What type of product would you like to add? *

Managed product  Subscription

Managed items that can be purchased only once per user account on Google Play. Google
play permanently stores the transaction information for each item on a per-user basis.
Leamn more

Product ID *

removeads
9 of 136 characters

Please note that you can NOT change the product type and product 1D later and that
you cannot re-use the product ID again. Leam more



PunchyPunch
Q com.growlgamesstudio. punchypunch

DRAFT D
APK o
Manage releases ]
Store listing

Content rating
Pricing & distribution
In-app products

Services & APls

Optimization tips

EDIT LOCAL PRICES

MANAGED PRODUCT DETAILS

English (United States) - en-us

Title *
English (United States) — en-US

Description *
English (United States) — en-US

REMOVE ADS - remaoveads

Add translations

Remove Ads
10 of 55 characters

Removes the ad

14 of 80 characters

Your price is used to generate local prices in other countries. Local prices use today’s exchange rate and country-specific pricing patterns.
You can change your price, update local prices, or manually adjust prices at any time. Learn more

Default price *

INR 150 | This price excludes tax.

Leam more about in-app billing and in-app products

Manage releases )
Store listing
Filte v

Content rating e
Pricing & distribution

A NAME/D
In-app products
Services & APIs Remove Ads (removeads)

Optimization tips

PRICE

INR 150.00

Managed product

LAST UPDATE

Mar 11, 2017

STATUS

¥ Active



facebook for developers |I Products Docs Tools &Support Mews  Success Stories Search My Apps ¥ ’

Reminder: Graph API v2.2 is no longer available as of March 27, 2017. For more details see the changelog. X

A

FACEBOOK
DEVELOPER
CONFERENCE

Registration is now open!

APRIL 18 + 19 / SAN JOSE, CA

REGISTER TO ATTEND

Create a New App ID
Get started integrating Facebook into your app or website
Display Name

Punchypunch

Contact Email

siddharth.shekar@agmail.com

Category

Choose a Category «

| v Choose a Category

Apps for Messenger .
B PP ° he Facebook Platform Policies Cancel EsCECENA0]
Apps for Pages




Android Quick Start

Google Play Package Name Class Name
com.growlgamesstudio_punchypunch com_growlgamesstudio folManager
Key Hashes

Key hashes are 28 characters including the frailing =

Product Docs SDKs Platforms

Account Kit Android SDK iOS Developers

Analytics for Apps i0S SDK Add Facebook to your iOS app.

App Ads Swift SDK Android Developers

App Development React Native SDK Add Facebook to your Android app.
App Invites JavaScript SDK Web Developers

App Links PHP SDK Add Facebook to your site or web app.
Atlas API tvOS SDK

Facebook Audience Network Unity SDK

» ThisPC » Downloads » facebook-unity-sdk-7.94 » facebook-unity-sdk-7.94 > FacebookSDK

-

~ Mame Date modified Type Size

Q facebook-unity-sdk-7.9.4.unitypackage 2/13/2017 214 PM Unity package file 24 73T KB



Import Unity Package n

[_Al_J[_none | [ Cancel || tmport |

Facebook Window Help

Developers Page
SDK Documentation

5DK Facebook Group
Report a 50K Bug




@ Inspector | Serviees A=
D FacebookSettings &,

| Open |




User variables for siddesktop

Edit environment variable

Variable
MOZ_PLUGIN_PATH
OneDlrive

PATH

TEMP

TMP

System variables

Variable

ILMDIR
NUMBER_OF_PROCESSORS
OPEMSSL_CONF

05

Path

PATHEXT

PROCESSOR ARCHITECTURE

CAWindows\System32\WindowsP owerShell\w1.0\
C\Program Files (x36)\MVIDIA Corporation\Physi\Common
C:\Program Files (x86)\Windows Live\Shared

SeUSERPROFILE S, drnsd bin

C:\Program Files\Microsoft DNXA\Dinvm?,

Ch\Program Files (x86)\Windows Kits\& 1"\Windows Performance To..
C\Program Files\CMake\bin

Ch\Program Files\Microsoft SOL Server\1104Tools\Binn',
C\Program Files (x86)\Microsoft SDEs\TypeScripth. 1.04
Ch\Program Files\Microsoft S0L Server\ 1200 Tools\Binn'
FeSystemRoot¥\system32

FeSysternRoot?

FeSystemRoot ¥\ System 32\ Whem

FeSYSTEMROOT %2\ System 32\ Wind owsP owerShellw1.0
C\Program Files (x86)\GtkSharph2.12\bin

C:\Program Files (x86)\Autodesk\Backburner\,

CAOpenS5L-winbd\bin',
Ch\Program Files\Java\jdk1.8.0_12T\bin

Edit

Browse...

Delete

Move Up

Move Down

Edit text...

Cancel

oK Cancel



|_ Assets » FacebookSDK » Plugins » Android » libs

Posting to Facebook
& Sharing with Public 4

}Nrite something...

, Growl Games Studio
Like and Share my page
' Punchypunch

& @& 0 POST




B Umy Yy [l &

x r

O
GET THIS AWERSOME GAME
Punchy Punch
https://play.google.com/store/apps/details? O
idzcom.growlgamesstudio.pizZapl\/Iania|

<

G @ = 9 81



Chapter 8: Sound, Finishing Touches, and
Publishing

8 Inspector

Tag |Untagged  #|Layer [Defaul ¢







Tag|Untagged  #|Llayer [Default ]

O Inspector

Tag |Untagged ¢ |Llayer |Default 4]
Model | Seleet |  Rever |  ©pen |




Open Editor Log
Stack Trace Legging >

Maximize
Close Tab

Add Tab



] Editorlog - Notepad - O

File Edit Format View Help

Unloading 117 unused Assets to reduce memory usage. Loaded Objects now: 3874.

Total: 208.783979 ms (FindLiveObjects: 8.214747 ms CreateObjectMapping: ©.829842 ms MarkObjects: 7.414929 ms DeleteObjects:

WARNING: Shader Unsupported: *VR/SpatialMapping/Wireframe’' - Pass '' has no vertex shader
WARNING: Shader Unsupported: "VR/SpatialMapping/Wireframe' - Setting to default shader.
Compressed shader "Standard® on gles from @.75MB to @.06MB

Compressed shader "Standard® on gles3 from 1.26MB to @.88MB

Textures 6.8 mb

Meshes 62.2 kb
Animations 45.5 kb
Sounds 397.3 kb
Shaders 233.8 kb
Other Assets 97.5 kb
Levels 175.5 kb
Scripts 1.3 mb

Included DLLs 3.9 mb

File headers 38.9 kb
Complete size 13.8 mb

Used Assets and files from the Resources folder, sorted by uncompressed size:
2.6 mb 20.3% Assets/images/menulmage.jpg

1.5 mb  11.3% Assets/images/ground.jpg

1.5 mb 11.3% Assets/images/wall.jpg

382.5
294.3
252.6 kb
252.6
252.6
111.2

@
o
wn
=
o
DD EOEDODRE RN

29.8 kb

kb 2.
J2%
.9%
.9%
.9%
8%
TR
.5%
%
%
%
%
%

9%

.5
W4
WA
.3
.2

Assets/Audio/bgMusic.mp3
Resources/unity builtin_extra
Assets/buttons/homeBtn2.png
Assets/buttons/resetBtn2.png
Assets/buttons/pauseBtn0OFF.png
Assets/3dAssets/theDude. FBX
Assets/buttons/noads.png
Assets/buttons/achBtn.png
Assets/buttons/twitter.png
Assets/buttons/playBtn_pressed-ipad.png
Assets/buttons/playBtn_normal-ipad.png
Assets/buttons/facebook.png
Assets/fonts/duncecapbb_reg.ttf



i0S

Preview

e

Google

T4 dan3

wn

HD?

>

Play Store




® Inspector

o Playersettings

Settings for Android

Resolution and Presentation
Orientation

Default Orientation* |Landscapelefe ¢

Use 32-bit Display Bufferis
Cisable Depth and Stencil[_]

Show Loading Indicator |Den'tShew ]

* Shared setting between multiple platforms.




Settings for Android

I Resolution and Presentation

Icon
¥ Override for Android
192x192 .
[Select|
144x144 .
[Select!
. .
[Select|
- .
[Select|
- . .
[Select|
h . .
[Select!




Publishing Settings

Keystore

[ Use Existing Keystore [ |Create New Keystore

[ Browse Keystare |C:/Users/siddesktop/Desktop/android-|
Keystore password | Do n |

Caonfirm password

Key
Alias | punchypunch ;|
Password [ |

Split Application Binary [




Services




STORE LISTING

PRODUCT DETAILS

Title*
English (United States) — en-US

Short description”

English (United States) — en-US

Full description *
English (United States) — en-US

APK o
Manage releases ]
Store listing

Content rating

Pricing & distribution

In-app products

Services & APls

Punchypunch
11 of 30 characters

Punchy Punch is an action game developed for the book Mastering Andreid Game Development using Unity

100 of 80 characters

Punchy Punch is an action game developed for the book Mastering Andreid Game Development using Unity.
(https:/fwww. packtpub. /g P ing-android-g: pment-unity)

Features

Develop your own Jetpack Joyride clone game

Explore the advanced features of Unity 5 by building your own Action Fighting game
Develop remarkable Graphical User Interfaces (GUIs) with Unity's new uGUI system
Enhance your game by adding stunning particle systems and complex animations
Build pleasing virtual worlds with special effects, lights. sky cube maps. and cameras
Make your game more realistic by providing music and sound effects

Debug and deploy your games on different Android devices

700 of 4000 characters

Please check out our Metadata
sure to review all the other prog

0 avoid some common violations related to app metadata. Also, please make
jes before you submit your apps.

am pi

If your app or store listing is eligible for advance notice to the Google Play App Review team, contact us prior to
publishing

English (United States) - en-US



GRAPHIC ASSETS

Ifyou haven't added localized graphics for each language, graphics for your default language will be used
Learn more about graphic assets.

Screenshots *

Default — English (United States) — en-US

JPEG or 24-bit PNG (no alpha). Min length for any side: 320px. Max length for any side: 3840px.

Atleast 2 screenshots are required overall Max 8 screenshots per type. Drag to reorder or to move between types

For your app fo be showcased in the ‘Designed for tablets’ list in the Play Store, you need to upload at least one 7-inch and one 10-inch screenshot. If you previously
uploaded screenshots, make sure to move them into the right area below:
Learn how tablet screenshots will be displayed in the store listing

Please check out our Impersonafion and Intellectual Property policy to avoid common violations

Fhone Tablet Android TV Android Wear

PunehyPuneh

T 0
f ¥

+

Add screenshot

Drop image here

Hires icon * Feature Graphic * Prome Graphic
Default — English (United States) — en-US  Default— English (United States) — en-US Default — English (United States) — en-US
512 x 512 1024 wx 500 h 180 wx 120 h

J2-bit PNG (with alpha) JPG or 24-bit PNG (no alpha) JPG or 24-bit PNG (no alpha)

PunebhyPuneh

+

Add promo graphic

¥ @ # Drop image here




CATEGORIZATION

Application type *

Games =
Category * Action =
Content rating * You need to fill a rating guestionnaire and apply a conient rating.

CONTACT DETAILS
Website http:/fwvaw.growlgamesstudio.com
Email * godevstudios@gmail.com
Please provide an email address where you may be contacted. This address will be publicly displayed with your app
Phone

PRIVACY POLICY *
If you wish to provide a privacy policy URL for this application, please enter it below. Also, please check out our User Data policy to avoid common violations
Privacy Policy hitp:/l...

# Notsubmitting a privacy policy URL at this time. Learn more



CONTENT RATING

Flease complete the questionnaire so that we can calculate your app rating.

GAME
Appis agame. Edit Category

VIOLENCE

Does the game contain inferences of, references to, or depictions of violence?
Flease note that this question does not refer to user-generated content.

I Yes ' No

FEAR

SEXUALITY

GAMBLING

LANGUAGE

CONTROLLED SUBSTANCE

CRUDE HUMOR

MISCELLANEOUS



MISCELLANEOUS Close
Does the game natively allow users to interact or exchange content with other users through voice communication, text, or sharing images or audio?
Leam more

Yes = No

Does the game share user-provided personal information with third parties? Leam more

Yes = No

Does the game share the user's current physical location to other users? Learn more

“Yes = No

Does the game allow users to purchase digital goods? Learmn more

= Yes ' No

Does the game contain any Nazi symbols, references, or propaganda? Learn more

“Yes = No

Does the game contain detailed descriptions of technigues that could be used in criminal offenses? Learn more

U ¥es = No

Does the game advocate committing acts of terrorism? Learn more

U ¥es = No

Save questionnaire n. . .



CONTENT RATING

GAME

m App is a game.

QUESTIONNAIRE SUMMARY

MISCELLANEOUS

« Can purchase digital goods

CALCULATED RATING Learn more

Rating System

Australian Classification Board (ACB)
Australia

Classificagdo Indicativa (Classind)
Brazil

Entertainment Software Rating Board (ESRB)
North America

Pan-European Game Information (PEGI)
Europe

Unterhaltungssoftware Selbstkontrolle (USK)
Germany

IARC Generic
Rest of world

Google Play
South Korea

A game unsuitable for minors younger than 18 may be removed from Google Play in Korea unless pre-rated by GRAC. Please

see here for more detail.

Rating
Category

Ganaral

Al ages

Everyone

USK: All sges

Rated for 3+

®

Rated for 3+

Descriptors

General




PRICING & DISTRIBUTION

This application is

Countries *

Albania
Algeria
Angola
Antigua and Barbuda
Argentina
Armenia
Aruba
Australia
Austria
Azerbaijan
Bahamas
Bahrain
Bangladesh

Belarus

Designed for
Families

Google Play
for Education Google Play

@

Paid Free |

Managed

Daydream

Android Wear

Android TV Android Auto

Setting the price to ‘Free’is permanent. You cannot change it back to 'Paid’ again

after publishing. Learn more

Available in 136 countries

& UNAVAILABLE

e @ @ | | ¢ | ¢ | ¢ | ¢ ¢ |0 ¢ ¢ @

@ AVAILABLE

® ® ® ®|® @ ©® @ |® @ @ @ @

®

Manage countries

Show options

Show options

Show options

Ifyou target additional countries with local prices, prices for your in-app products will be automatically generated, based on today's exchange rate.

CONTAINS ADS *

Does your application have ads? Also, please check out our Ads policy to aveid commaon violations
Ifyes, users will be able fo see the "ads’ label on your application in the Play Store. Learn more

@® Yes,ithas ads
© No, ithas no ads



CONSENT

Marketing opt-out # Do not promote my application exceptin Google Play and in any Google-owned online or mobile
properties. | understand that any changes to this preference may take sixty days to take effect

Content guidelines * # This application meets Android Content Guidelines.

Flease check outthese tips on how o create policy compliant app descripfions to avoid some commeon reasons
for app suspension. f your app or store listing is eligible for advance nofice to the Google Play App Review team,
contact us prior to publishing

| acknowledge that my software application may be subject to United States export laws,
regardless of my location or nationality. | agree that | have complied with all such laws,
including any requirements for software with encryption functions. | hereby certify that my
application is authorized for export from the United States under these laws. Learn more

US export laws *

L

GAME DETAILS m

English (United States) - =n-Us Add translations
Fields marked with * need to be filled for saving. All fields need to be filled for publishing.

g:ﬁ:a: :E::e(; States)—en-US FunchyRunch
Lt 5 2 11 of 30 characters

Description PunchyPunchy
English (United States)— en-US

12 0f 4000 characters
Category Action v
Saved Games ON OFF

GRAPHIC ASSETS

Please add all the graphic assets described below or use graphic a one of your Android apps.
Note: Games with blank or single color graphic assets will not be featured on the Google Play Games app.

High-res icon Feature Graphic
512 x 512 1024 wx 500 h
32-bit PNG (with alpha) JPG or 24-bit PNG (no alpha)

PonebyPuselh

r® o




<

English (United States) —en-Us

Name

English (United States)— en-US

PLAYED FIRST TIME - Cgki2_PXONcOEAIQAQ

Description

English (United States) — en-US

(optional for testing)

Icon

512x512
pngorjpg
(optional for testing)

Incremental achievements

Initial state

Points

List order

#

NAME

B payearirstTime
Bl rayeasTimes
Played 100 Times
Played 50 Times

Played 1000 Times

Played First Time
17 of 100 characters

Played First Time

17 of 500 characters

Revealed

5 250f1,000 achievement points distributed

The point value needs to be between 5 and 200 and needs to be a multiple of 5

1 of5
o pomrs  UNLOCKED %
TOTAL #/ TIME
CgkIB4NOIKEEAIQAQ 5 —
CgkIB4njSIKEEAIQAG 5 -
CokIB4niOJKEEAIQAW 5 —
CgkIB4NOJKEEAIGBA 5 —
CoklB4nj9JkEEAIQBQ 5 -

Get resources Total points: 25

STATUS

+ Published

+ Published
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APK L]

MANAGE RELEASES
Manage releases ] Manage your app's APKs, review release history, and rollout your app to production, alpha, or beta. Learn more
Artifact library
PRODUCTION Manage production
Store listing

Content rating
You have a draft release to production in progress
Pricing & distribution [}

In-app products

RELEASE NAME
Mame to identify release in the Play Developer Console only, such as an internal code name or build version

30 3 of 50 characters

Suggested name is based on version name of first APK added to this release

WHAT'S NEW IN THIS RELEASE? English (United States) - en-us

What's new in this release?

0 of 500 characters

Discard Saved

Your app will now become availahle to all users of the Flay Store. Do you want to
continue?

onfirm Cancel



Punchpunch

com growlgamesstudio.punchpunch

PENDING PUBLICATION
Dashbosrd MANAGE RELEASES
Statistics Manage your app’s APKs, review release history, and rollout your app to production, alpha, or beta. Learn more
User acquisition
Ratings & reviews
Finance
Crashes & ANRs
Release: 3.0 wdit
Optmization tips seconds ago: Full rollout
Pre-launch report
Rollout history

Promotions seconds ago: Full rollout
APK APKs
Manage releases
VERSION CODE UPLOADED INSTALLS ON ACTIVE DEVICES
Artifact library
Store listing 1 APK added -~
Content rating 3 Today, 2:48 PM Nodata @ &

Pricing & distribution
In-app products

Services & APls

Dashboard
Settings
Make Punchypunch public?

Roles

Alerts Yes Your app is currently live and available to the public

App Review

Submit Items for Approval

+ Add Product Some Facebook integrations require approval before public usage Starta Submission

Before submitting your app for review, please consult our Platform
Policy and Review Guidelines.

Approved Items

LOGIN PERMIS SIONS

@ email iz
Provides access fo the person's primary email address. This permission is approved by default.

® public_profile (2]
Provides access to a person’s basic information, including first name, lastname, profile picture, gender and age range. This
permission is approved by default

@ user_friends (2|
Provides access to a person's list of fiends that also use your app. This permission is approved by default




